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w 24/7 online live database ordering system 
w Thousands of items online and tens of thousands of items in stock being added constantly 
wv Online real time ordering and payment systems, to include PayPal, Nochex, Money Bookers, 
Cheques and Cash accepted, with automatic calculation of postage to most countries in the world 
w Goods and service you can trust from a seller with over 3000 positive Ebay feedback's 
w So many retro game consoles, and vintage computer systems, form the common to the obscure 
w Brand new console games for current systems as well to include, PS1, PS2, XBox, GameCube, 
Tapwave Zodiac, and many more systems 
w As well as electronic retro games, we also stock a huge, huge range of retro books, toys, action 
figures, board games, videos, audio and visual equipment, from CED film discs, to Thundercats 
figures, so many different lines and types, there are literally hundreds of categories 
w The keenest, best value prices on the retro game web scene, and all items are sent by recorded 
delivery for your own security and safety 


w Online forums, to discuss anything you like about retro and gaming items, from the C5 to the PSP 
there is a section for you 
w Sell your own items or advertise your event for a tiny fee on our all new retroseller.com site 





Retro Games From Famous Authors of the past and all new faces across a range of 


gs formats! 
*From Sinclair Spectrum, to Commodore 64 | 
*From OS Palm fo Pocket Windows 
*From Jove phones, to Windows PC 
*From Amiga fo Oric 
*Moany ofher formofs to follow! 












Names and games you will remember like Scott Adams, The Shaw Brothers, and 
many, many more, ones which you will know instantly, and games you played as a 
child you will want to play again. With many games licensed to us, and more authors 
joining all the time, we are also working with major international companies to bring 
you things you thought you would néver see happen..... You will have to wait and 
watch for these.....!!! 
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May | warmly welcome you to 
RETRO:BYTES Lite, a snippet of 
the forth-coming magazine 
RETRO:BYTES. In this small edition, 
| hope to give you a flavour of the 
bigger magazine due to launch soon. 

R:B will be your regular guide to all things 
retro, whether you play, collect, emulate or 
compute. We want to bring you the most well- 
informed and up-to-date features, news, reviews 
and previews in a well-designed and easy to read 
magazine. We don’t do this out of a will to 
profiteer, but out of the love that we all have for 
the subject matter. Retro games, computers and 
consoles are something that we all grew up with, 
and many of us yearn for the good old days of 
pure game-play encaptulated in pixels, beeps and 
original music. But, as well as looking back on the 
good times, R:B will take a regular trip to the retro 
tip in our RETRO:RUBBISH section too, and, for 
the first issue, we’ve dug up at those movie tie-ins 
for 8-bit computers and consoles. 

What we want to achieve is a regular 
publication that encourages the community that 
has amassed (thanks to the Internet, numerous 
fanzines and a certain magazine called Retro 
Gamer”) to participate in R:B. Regular features of 
the magazine will include the RETRO:ART section, 
in which we're asking all budding binary artists to 
send in their work to us so that we may show it to 
our readers. Collectors may show off their prized 
items in our RETRO:RARE section (which, for the 
first issue, will include a PAL TurboGrafx 16 and an 
obscure 2.8In Commodore disk drive), or get 
technical advice from our experts in RETRO:TECH. 

All in all, we want to give you the magazine 
that you want, so why not get in touch via email or 
through our forums? My email address is printed in 
the credits panel at the bottom of this page. 

We’re keen to point out what retro is really all 
about — fun. We want to enjoy ourselves in the 
production of R:B, and we hope that this 
translates well in this electronic version and the 
eventual printed one. Right, |’m off to give F-Zero 
some stick! 
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Retro: 


More retro news than you can shake a stick at... 


Pe lalomlarslasne)ii(eitcl|: 


Happy Birthday Mario! 


Mario must rate as one of the most 
recognisable computer game characters in 
the world, and is featured in over 40 games 
so far, mostly appearing on Nintendo 
machines, except for a brief spell during the 
mid-80s when Ocean (of all companies) had a 
deal with Nintendo to port several of its 
games for the UK market. Anyway, back to 
the point. Mario celebrated his 20th Birthday 
this September just gone, as one might 
expect, Nintendo is marking this with a string 
of new games for the GameBoy Advance, 
GameCube and DS, apparently showing off all 
of his talents as a good, well-rounded citizen 
of the binary world. 


The games will include Mario Kart DS 
(DS), Mario Smash Football (GC), Mario 
Baseball (GC), Mario Power Tennis (GBA) and 
Dancing Stage: Mario Mix (GC). There was 
also a new double game cartridge released 
for the GBA (which coincided with the launch 
of the Micro) which included Dr Mario and 
Puzzle League. 

Other Nintendo news is that the new 
snazzy GameBoy Micro will be given a classic 
NES look, though from the renders it also has 
a hint of the Game and Watch titles from 
yesteryear too. More information about 
Nintendo's European operations can be found 
at www.nintendo-europe.com 


Retro Gamer Returns 


Earlier this year, | heard some news that | 
thought I'd never hear; that was one of Live 
Publishing's few flag-ship titles. Retro 
Gamer, had closed leaving its long-suffering 
editor Martyn Carroll and his able deputy 
Aaron Birch out of a job. But there were 
whispers that another publisher had bought 
the title from Live and were planning to re- 
launch the mag, with the most likely 
suspects being either the long established 
Future Publishing or new kids on the block 
Imagine Publishing. Finally, the rumours 
stopped when the latter, Imagine, 
announced it was to re-launch Retro Gamer 


for December 8th 2005, continuing where 
the magazine had left off and once again 
becoming a focus-point for the whole of the 
retro community to rally behind. 

Imagine have drafted in Darran Jones, 
former gamesTM ‘Retro’ editor, to oversee 
RG's rebirth, and although we've not seen 
any plans for the re-launch (content wise), 
we're looking forward to seeing this great 
title back where it should be: on the shelves 
at newsagents nationwide, and at a paltry 
sum of £4.99. Keep an eye on 
www.imagine-publishing.co.uk for 
more information. 


The Survival Instinct 
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One of the other parts of the Retro 
Gamer story was that its merry 
band of freelancers were 
unfortunately unpaid for their hard 
work, and thus leaving some quite 
substantially out of pocket. 
However, they quickly came up 
with a brave and cunning plan to 
effectively make their losses back - 
that was to withdraw the rights for 
Live Publishing to use their work, 
and compile it into a spanky CD 
and sell it online called Retro 
Survival. Although this was, with 


hindsight, not the best plan, 
especially as Imagine Publishing 
were rumoured to have offered the 
group around the £5,000 mark to 
buy all unpublished works from 
them, they nonetheless continued 
with it and are now offering the CD 
at just £5 per copy. RS will be 
available by the time that you read 
this, and is best thought of as 
partly a tribute to RG, and also the 
issue 19 that never was. For 
further information, check out 
www.retrosurvival.co.uk. 
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Plug n' Play TV games are becoming 
increasingly popular. They're easy to 
store, usually include classic games 
except for the Intellivision, Tetris and 
official’ Space Invaders variants), and 
also make brilliant Chrimbo and 
birthday presents, and although the 
C64DTV wasn't the first such device 
to enter this market, it brought new 
standards which other manufacturers 
have copied; those are that the DTV 
could be 'hacked' and turned into a 
real Commodore 64, and that it had 
hidden extras for the user to find. This 





Eyes Down... 
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To my mind, there isn't a single action, arcade 
or platform game that includes any ideas or 
concepts from the wacky and wild world of 
Bingo. But that's about to change thanks to 


opened up the device to a whole 
hobbyist market than no other such 
gadget did. 

Until recently, the C64DTV has 
only been available in its original 
NTSC form, with no official PAL 
version available. Thankfully, this has 
changed and there's a ready-hacked 
version (which allows the use of a 
PS/2 keyboard and a real 
Commodore disk drive) available from 
the web shop over at www.go64.de. 
Although the site is in German, it's stil 
easy to navigate for English speakers. 





Jonathan Cauldwell, who is now (according to 
the World of Spectrum website) the second 
most active programmer ever, after the Shaw 
Brothers. We've been play-testing it here for 


the pending release from budget software 
house Cronosoft. The game in question is 
Loco Bingo for the ZX Spectrum, and there's 
an exclusive demo on the R:B website for 
your favourite Speccy emulator. 

Loco Bingo is from Speccy enthusiast 


review for a couple of weeks now, and we 
love it! The game will be available on real- 
media for Speccy users worldwide through 
Cronosoft's website at 
www.cronosoft.co.uk, and as an emulator 
image from www.download-trader.com. 


due for release in mid-2006. J i 
Other future developments from the 
software label will include a rather nice looking at TCT’ is 
Worms clone called Grubz and the immersive raw Ail | a a Ral 3 
strategy game Advanced Space Battle. More 
details about these developments can be 
found at www.protovision-online.de, and for 
those people who speak German, there's a 
preview site at 
www.protovision-previews.de. 


Protovision have one or two new games for 
the C64 lined up, including the excellent 
looking puzzler-come-platformer The 
Adventures of Jim Slim in Dragonland. The 
game was due to be released some years 
ago, and although technically impressive it 
unfortunately became one of the many 
"Games that weren't" for the C64. Thankfully, 
the guys at PTV are currently putting the 
finishing touches to the production, and it's 





Pac Champ 





To celebrate Pac Man’s silver 
jubilee, Namco recently held a pan- 
European Pac-Man Tournament 
2005 in its London office at Namco 
Station, County Hall, London on 
Friday 18th of November. After initial 
qualification rounds which allowed 
players around Europe to upload 
their best scores via the home i- 
mode network, representatives from 
five countries were put through to 
the grand final, being from Greece, 
France, the Netherlands, the UK 
and Germany. 

During the first stage of the 
final, Germany made an early exit, 
leaving the Netherlands to fight it 
out against France and the UK 
pitted squarely against Greece 


determine the ultimate finalists. No 
penalty shoot-outs were allowed, 
nor were they required as the UK 
and the Netherlands went head to 
head to determine the European 
Champion. 

After battling it out for five 
minutes of intense chomping action, 
Fazli Kandemir eventually beat our 
own intrepid Phil Sheriff by some 
6,000 points, and was declared the 
winner. And for his troubles (and 
obvious love of the popular pill 
munching character), Kandemir was 
awarded a plush-looking trophy and 
a special 25th anniversary edition 
Pac-Man Arcade machine, 
presented by Namco's Executive 
Director, Masaji Okubo. 
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Programmer: Jonathan Cauldwell 
Web link: www.fortunecite.com/egghead6/ 
Reviewed by: Shaun 


Game: Turbomania 
Format: ZX Spectrum 
Release date: 10/2005 
Price: £free 


oing way back some 23 years, 
the 16K ZX Speccy was on the 
Christmas list of many eager 
beavers wanting their first taste of 
computing - for educational purposes, of 
course. Nothing to do with the fact that new 
and exciting games could be played on the 
machine. 16K however soon became 
defunct as games became bigger and 
better. So, | was rather surprised when | 
found that Turbomania worked on all 
varieties of Sir Clive’s binary beast regardless 


Looking for new games for your aged computer? Look no further, 
as R:B Lite reviews the latest releases. 


to cover every inch of each raceway to 
progress to the next level in his search to 
get back home. As the game plays, a 
limited supply of fuel drains and at certain 
points various power-ups will appear to help 
or hinder the player’s progression. A mini- 
game appears between levels that, if 
complete, will either add to one’s score or 
give an extra life. 

Turbomania is Cauldwell’s way of saying 
thank-you to the Speccy community for its 
support, and what a way to say it. This has 


quickly thanks to its simple rules: hit another 
car or run out of fuel and loose a life, run 
into a speed camera and the track will reset, 
refuel whenever possible and collect flags 
and trophies to increase one’s score. The 
level may be re-organised according to how 
many flags have been collected, which may 
prove helpful if in a tight corner. 

Add to this mix the mini-games that | 
was on about and it’s not hard to see why 
Cauldwell is such a well-respected 
programmer. What we have here is variety 


RETRO : BYTES LITE : REVIEWS 


“If you’re even mildly curious about what home- 
brew software could have to offer, Turbomania is 
definitely worth a few hours of your time.” 


of memory. Like the old saying goes, “it isn’t 
the size...” 

Our intrepid hero Tim Wrangle (the six- 
times Formula Retro champion) has 
mysteriously vanished through space and 
time to a parallel universe in which he is 
trapped in a simple computer game. Screen 
after screen awaits him, with the task being 


to be the best 16K game I’ve ever played, 
and it could of easily stood shoulder-to- 
shoulder with any classic Ultimate release, 
even Jet Pac. Graphically, this it’s fairly 
simple, and the sound effects do a 
reasonable job, but where it shines is in pure 
game-play. Movements are fluid and each 
level is action packed, drawing the player in 





and playability with the polish of what could 
have easily been a commercial release circa. 
1984. If you’re even mildly curious about 
what home-brew software could have to 
offer, Turbomania is definitely worth a few 
hours of your time. 


OVERALL: 86% 
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n the beginning, there was the Atari 
2600 classic Combat. In which, two 
tanks would prepare fro battle, the task 
being to out-maneuver the on-screen 
foe and send a fatal projectile to obliterate 
him (or her) to its death. This was one of 
the earliest games released for the 
aforementioned technology, and like so 


Game: Tanks 3000 


Format: Commodore 64 


Release date: TBA 
Price: £TBA 





Thatcher greets you with “You may have to 
fight a battle more than once to win”. After 
a short interlude, an options menu appears, 
and through this one may alter and tweak 
virtually everything within the game, from 
number of mines per level to the control 
method of the missiles. Once all options are 
set (and all players happy), battle may 
commence. 

Tanks has been designed with four 
people in mind, but how so? With a four- 
player adapter, that’s how. Plug this nifty 
device (also available from Protovision) into 
the user port on any C64 or 128 and four 
simultaneous players may battle it out. But 


Developer: Protovision 
Web link: www.protovision-online.de 
Reviewed by: Mike 


landmines strewn around that should be 
avoided, and items to collect which will 
either boost your arsenal or affect the 
opponents play in some way. It can be a 
race to collect the power-up on screen at 
first, though obliterating the opposition is 
more important and fun. The last surviving 
tank on-screen is the winner, and the 
scores are updated showing the number of 
victories for each player. And so on to the 
next battle, until all players decide to end 
the game. 

Tanks plays very well, with great 
accompanying music and compulsive 
game-play (suited ideally for four players). 
What lets it down slightly is in its graphics. 
Though the back-drops are very good, it 


“To set the tone of the game, a quote from the old 
battle-axe Margaret Thatcher greets you” 


many other titles for the 2600, the 
competitive spirit of the game (allowing two 
players) compelled many and made it an 
instant and revered classic. 

Tanks 3000 pays homage to this great 
game, but adding further elements over the 
basic concept. To set the tone of play, a 
quote from the old battle-axe Margaret 


rPIOcOVisiONn 


Creating ta Future 


it’s important to point out that there is no 
artificial intelligence programmed into the 
game, so the minimum number of people 
required to play Tanks is two. 

The game consists of 10 well-designed 
battlefields (and one hidden ‘Easter egg’), 
each with its own attributes that can either 
help or hinder the play. Within these are 


can take a couple of games to see the 
land-mines and power-ups, and the main 
sprites are a little on the small side. 
Otherwise, it’s a recommended and 
welcomed addition to Protovision’s four- 
player range. 








Ray of light 


Game: Layer Section 
Format: Sega Saturn 
Developer: Taito 
Publisher: Acclaim 
Reviewed by: Bob 


ayer Section, also known as Ray 

Force or Galactic Attack in the 

west, is the first and best of the 

Ray Trilogy. The game-play takes 
place on two planes, (or layers — hence the 
name), a conventional one, where enemies 
are disposed of with your main weapon 
and a lower level (or layer), and a 
background layer filled with ground based 
and flying enemies at a lower altitude to the 
main one. Flying enemies will often arrive 
on screen at this lower level and then rise 
up to the player’s altitude in order to do 
their best to deliver swift plasma based 
death. This is where one’s layer attack 
comes in; when used properly many 
adversaries can be sent to the ground in 
flames long before they even get a chance 
to fire a shot. It’s this feature that sets this 
game apart from the standard shooter 
formula and the lock on style secondary 
attack has been copied but never really 
bettered since. 

Whereas the lack of the staple weaponry 
common in other shoot-em-ups, such as 
screen clearing bomb, means that bullet 
patterns may become frustrating, good 
enemy placement, firing patterns, and pacing, 
means any player deaths are always the 
player's fault for being rubbish, and nothing 
more than practice couldn’t sort out, thus 
making the game very fair and a joy to play. 


TATE or Yol«o9 





Shoot-em-ups are great, aren’t they? They usually allow the player 
to single-handedly destroy entire intergalactic empires which is 
probably the most fun that one can have with any computer or 
console. With this in mind, R:B Lite replays two of the best 


We 
r 
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blasters for the Sega Saturn. 


RETRO : BYTES LITE : REVIEWS ae 





“There’s no technical 3D jiggery-pokery 
here, just very, very well drawn 2D sprites, 
making full use of the Saturn’s sprite 
shifting, rotating, and scaling abilities” 


On the visual side there’s no technical 
3D jiggery-pokery here, just very, very well 
drawn 2D sprites, making full use of the 
Saturn’s sprite shifting, rotating, and scaling 
abilities with only some occasional 
blockiness in sight. Special mention should 
go to the multiple scrolling backgrounds for 
looking generally ace and depicting level by 
level a seamless decent from outer space 
to the centre of the earth very well. 

So far so good right? An original 
game-play mechanic with some well 
designed and very pretty levels. 
Unfortunately it’s not all good news. Firstly 
the music isn’t up to the high quality of the 
rest of the game; its not bad by any 
means, it’s just not that special and I’m nit 


picking a bit here. Secondly there’s not that 
much long term hold to this game as the 
scoring system is not as deep as say the 
Donpachi games or Radiant Silvergun to 
keep players coming back to beat his or 
her previous best. 

That said, this is the perfect game for 
newcomers to the genre (or hardware), it’s 
cheap, it can be had for less than a tenner 
if you are lucky, easy to find, not overly 
difficult, and even got a PAL release as 
Galactic Attack! So what are you waiting 
for? Scour the usual sources to get your 
copy now! 


OVERALL: 82% 


The games reviewed here are both vertical scrolling shooters, a genre where most games are designed to be played ona 
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squashed down or have their levels and enemy attack patterns changed to fit onto you normal horizontal home TV. But with the 
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Should the player be brave enough to heft their TV onto its side for TATE mode they could expect a game much closer to the 
arcade original. Apart from having such great blasters in the first place, this is another reason why the Saturn is the king of 
shoot-em-ups! 
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Dive Si<y, Grimson Earth 


Game: Soukyugurentai 
Format: Sega Saturn 
Developer: Raizing 
Publisher: Electronic Arts 
Reviewed by: Dave 


“Dark and foreboding, the music is very 
movie-like, and fits the tone of the game 


perfectly” 





ne for the more seasoned 

shooter veteran, 

Soukyugurentai is scarily 

difficult, with the feeling of 
sitting an exam paper for which no 
revision has been done; that’s to say it’s 
very intimidating and there aren’t any 
clues to what any of it means. The game, 
as one might expect, is all in Japanese, 
but don’t let that detract from this fine 
production — it’s easy to navigate the 
menu (there are translations on the 
Internet), though even with translations, 
the difficulty to new players is very high, 
and the tone of the game in general is 
very serious. 

Soukyugurentai (or Souky) was 
originally and arcade game designed for 
the STV arcade board (this is essentially a 
Saturn with a bit more ram) meaning that 
the Saturn conversion is almost arcade 
perfect. Unusually for a vertical shooter, it 
was designed for the arcades in ‘Yoko’ 
mode rather than TATE (see box out), 
which means that it really was a close 
arcade experience that could be had at 
home! So, how does it play? 

There are three ships available for 
selection that have three main weapons, a 
normal forward shot that can be increased 
in power by collecting power-ups, a web 
attack, and a limited supply of bombs. 
The innovation here is the web attack, so 
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called as when the fire button is held 
down a targeting web emanates from the 
player’s craft, locking onto enemies that 
pass threw it. Each of the ships has two 
shapes of web (changed by pressing the 
C button). When the fire button is 
released, different types of shot, ranging 
from weak lasers that can lock onto many 
enemies, to powerful flame shots that can 
only gain a few locks, are thrown out. 
After a short time, the player (or players) 
will be relying mostly on the web attack 
since this is generally more powerful and 
linked to scoring (the more locks, the 
higher the score). Locks also affect the 
type of bomb released so the player is 
able to use bombs in defence (clears 
screen with no locks) and offence (causes 
high damage to targeted baddies). 

As mentioned before the difficulty can 
be very daunting for new players, mainly 
because the game leads the player to 
destroy everything and collect as many 
power-ups as possible. This kind of play 
will quickly lead to the game over screen 
though - a product of its arcade roots, as 
the number and speed of bullets fired by 
enemies depends upon the difficulty rank 
system. Rank can be raised by collecting 
power-ups too quickly, and by destroying 
every enemy on a level, and can only be 
decreased by dying. This system is a love 
it or hate it thing, some players love the 
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extra depth it gives the game, while others 
hate the fact it seems to punish the player 
for doing well. Personally, | think once 
controlling the rank system is mastered, it 
makes a fine addition to the game. 

Graphically the game really shines, 
and is one of the best (if not the best) 
looking sprite-based productions on the 
system. At times there are huge 
numbers of enemies shots and 
explosions on screen, with the Saturn 
being pushed to its limits. The sound 
effects are also good but it’s the music 
that is the star of the show. Dark and 
foreboding, it is very movie-like, and fits 
the tone of the game perfectly. 

As well as the arcade mode there is 
also a very useful score attack/practice 
mode for perfecting technique, and a very 
good selection of options, making this a 
nice well-rounded package. It’s difficult for 
me not to recommend this game since 
we here love it so much. However the 
ranking system, the difficulty, and the 
general seriousness of the game may not 
appeal to everyone, but since its price on 
online auction sites have plummeted in 
the past year to around £380, less if you’re 
lucky, all shooter fans should at least 
consider this one. 


OVERALL: 91% 





With the festive 
season just around the 
corner, three of ‘Team 
R:B’ tell you what 
retro gadgets and 
gizmos are on their 
Christmas lists. Here’s 
what they had to say. 


Mobile FUN aNd 2D excellence 


SHAUN: Christmas is a time to get those gadgets you’ve always 
wanted, and as someone who has his fair share of retro hardware 
and software, you’d have thought there is little else that | really 
want. Back in the day, | remember with 
joy getting hold of Commodore's beige 
8-bit beast, the C64. A few years later 
the Amiga A500 was under the tree, and 
in more recent Christmases, thanks to 
Game suddenly finding that they had a 
warehouse full of Atari Jaguar and Lynx stuff, I’d been a good 
enough boy to receive both. And there was one Christmas were 
Michelle purchased for me an Commodore SX-64 from eBay — 
especially exciting as this unit was serial number 0000001! 

The Ghost of Christmas past has therefore been a very kind 
spirit to me, and hopefully the Ghost of Christmas Presents will be 
equally as pleasant. So, what would | like to see under the tree at 
chez Bebbington this year? As | already own a C64DTY, |’d like to 
get hold of Atari’s FlashBack 2.0 — especially for the outstanding 
Thrust port by Thomas Jentzsch. It’s an ideal gift for those long 
cold winter nights, and hackable too. 

I’m going to have a busy year ahead with all of the planned 
shows and events for 2006, I'll need something to keep me 
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Street Fighting 


SPANNER: Ever since | got a Spectrum +2 for Christmas, I’ve 
been somewhat weary about ‘game playing’ presents. Why? Well, | 
didn’t get off my arse for three full days (and nights), and when | 
was finally lifted out of the chair my legs ached for a fortnight! Still, 
my joystick forearm looked like it should have a tattoo of an anchor 


“It’s between the QD and 
the Gizmondo... not that I’m 
suggesting the Giz is retro” 


occupied as | travel. What better than a Nokia N-Gage QD mobile 
then? Not retro, | hear you gasp? Well, we all know how most 
mobile games aren’t exactly cutting edge, and the problem with 
most phones currently on the market is 
that they’re not great to play them in the 
first place. The QD however is designed 
for games, and so has a more natural feel 
and can play most mobile titles on the 
market. Well, it’s between the QD and the 
Gizmondo... not that I’m suggesting the Giz is retro, but Trailblazer 
looks pretty damn cool! 

The final thing on my list is something that would have never 
really interested me in my younger years. Back then, | was a keen 
programmer and consoles seemed a little pointless to me. No 
keyboard meant that one could only play games. Well, how things 
change. Reading the reviews of those Jap-only Saturn shooters 
(mentioned in this issue) has given me some incentive to investigate 
Sega’s machine a little further. Apparently, the Saturn was an 
immense 2D console, but alas 2D gaming soon became old hat. 
So the last thing on my list is a Sega Saturn. Better point Santa in 


the direction of eBay then, hadn’t |? 





Mobile games mostly have a retro flavour, 
and are best played on the N-Gage 


| guess I’m a bit of a sucker for Nintendo’s wonderful 
GameBoy, and even though | already have an original and an SP, 
the new Micro looks more than a little sexy, so | think | could be 
tempted by one for this year, rather than opting for Nintendo’s DS 
or Sony’s PSP. After all, the amount of retroesque games on the 


“I guess I’m a bit of a sucker for Nintendo’s wonderful GameBoy” 


on it, so | wasn’t completely without exercise. Then, wouldn’t you 
know it, a few years later the exact same thing happened when | 
got an Amiga ASO0. I’ve come to realise that it’s nothing to do with 
me being an idle, addicted, square eyed waster, but a genuine 
medical condition brought on by having too many wicked games to 
play at once. | call it “Digital Game Thrombosis”, and it can really 
ruin your New Year. 


platform is mind-blowing! 

Not being of Royal lineage, | only ever saw the Neo Geo from 
afar. But | still think of them as the pinnacle of home games 
machines, just a rather posh ones. They’re kind of like the caviar 
sandwiches of the gaming world. I’ve fought the temptation to get 
one from eBay as |’m seriously concerned it will turn into another 
marriage-threatening obsession, but if there’s one at the right price, 
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| won’t say no. Or I’d settle for a Neo Geo Pocket for that matter. 
Oh, and how about one of those Street Fighter II Plug n’ Play TV 
games? | love my beat-em-ups, and this looks like the one for me. 
Unless Santa whips his lazy Elves to work, creating a Double 
Dragon, Final Fight or Street of Rage 2 version just for me. 

Finally, | guess that Taito Legends compilation will be out for 
my PS2 by Chrimbo, and there are just one or two titles on there 
that make the compilation worth having, which | firmly believe is 





Retro fun with handheld devices new and old 


Plug Nn Play GoU 


a deliberate feature they have included to give it the feel of those 
old Speccy “twin-tape” collections. Two games you want - six 
you don’t, but it’s still cheaper than buying them separately. | 
know | said | love those tough guy fighting games, but Tiki the 
Kiwi rocks hard! 





Street Fighter Il goes Plug n’ Play 


“| have an inexplicable hatred for the PSP, which may wane if Santa 
was to plop one down my chimney along with a copy of Ridge Racer” 





CRAIG: Ah, Christmas - Turkey, stuffing, crap television, and a good, 
solid excuse to play some new games. Or some old ones, seeing as 
I’m one of those people who - a few exceptions aside - always gets 
drawn back to those games | loved as a nipper. That said, my 
cunning plan of getting a regular retro fix by installing a bunch of 
emulators on my Xbox came to nothing, due to the living room 
television being hijacked by my better half for actually watching TV, so 
I’ve taken to using my GameBoy Advance SP for retro gaming. The 
thing is, the GBA’s screen is too small to display NES, ColecoVision or 
Speccy games without squishing the graphics. | could do with 
something new... 

As | have an inexplicable hatred for the PSP, which may wane if 
Santa was to plop one down my chimney along with a copy of Ridge 
Racer, | reckon the Nintendo DS would be a welcome addition to my 
collection - even many original releases for the DS have an “old-skool” 
charm (with the playability to match), and the number of emulators for 
the system continues to grow. And seeing as I’m spending an 
increasing amount of time on planes and trains these days, another 
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Just some of the games that can be enjoyed on the C64DTV 


hand-held console wouldn't go amiss - as long as it came with a flash 
cart that didn’t require a degree in engineering to get working. 

Elsewhere, it’d be good to get something for the living room. As a 
C64 veteran, one of those Plug n’ Play DTV jobs would do nicely, for 
totally hassle-free instant play of Paradroid, Impossible Mission and 
Nebulus (Tower Toppler). Oh, and California Games. And Jumpman Jr. 
(Argh! Too many choices!) 

If Santa can figure out a way of getting one of those new USB 
Competition Pro joysticks to work with ViceX and put that under my 
tree, I’d look like a cat that swallowed a canary followed by the roast 
turkey you left to cool on your kitchen’s work surface. That’s to say 
that I’d be very happy indeed! 

Still, with hand-held games weighing bugger-all, the Competition 
Pro joystick for Xbox not actually existing, and my amazing restraint in 
not demanding a full-size OutRun 2 arcade cabinet for the festive 
season, at least it won’t matter if Rudolph turns into a bit of a fat 
bastard by eating one too many mince pies this year, or whatever 
reindeers eat. 
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Retro: Bytes Lite celebrates the 
pioneering software house that 
was Cinemaware and talks to 
founder Bob Jacob. 


rab a bag of popcorn, put on an interactive experience to home computers back seat of the software world. As he recalls 
some 3D cardboard specs, sit was no easy task, especially considering the "| had always intended to start a software 
behind someone considerably taller graphical horsepower available on most house, but | had a very different creative 
than yourself and, after these machines at the time. And never mind the approach to thinking about what games could 
carefully selected trailers, the matinee screenplay or direction; they’d need the and should be." With a strong desire to work 
presentation of a “heart rending biopic” from essential ingredient of playability. Well, in the film industry, Jacob saw computer 
the “critically acclaimed” games developer breaking new ground is never an easy task. games as a similar market - potentially 
Cinemaware will commence. You see, compatible with the same entertainment 
Cinemaware were the first to explore the philosophies. 
possibilities of interactive movies for home Bob Jacob started his life in the computer Jacob’s experience of computer and 
a computers, though one could argue that games industry in 1983 as an agent for video games to that point had divided his 
some of the groundwork was already done developers by introducing their games to opinions on what was effective. The first 
Ge with Don Bluth’s aphetically excellent but publishers and arranging licenses while computer game he ever bought was 
oo1u rather shallow Dragon’s Lair. Bringing such keeping himself shrewdly clued-in from the ‘Deadline’ from adventure impresarios 


Infocom, as this looked like the kind of 
immersive and diverse type of game he 
wanted his new software label to create. He 
found the illogical puzzle solving and complex 
text parser to be infuriating, however, feeling 
that the whole approach to adventure and 
strategy games was unfocused. "I tried lots of 
computer games around at the time, but 
mostly disliked them - for lots of reasons. | 
was hooked on arcade games like Donkey 
Kong. My first console was the original, stand- 
alone Pong made by Atari and | subsequently 
bought an Atari VCS and later, a Colecovision. 
| also owned an IBM PC ‘somewhat- 
compatible’, a Commodore 64 and several 
flavours of the Amiga (the computer that 
should have taken over the market instead of 
driving Commodore into extinction). 
Cinemaware was in many ways my emotional 
reaction to the computer games of the era." 

And so Jacob, along with his wife (Phyllis), 
founded the Cinemaware software house in 
early 1986. Rather than adopting the usual, 
somewhat fumbling, strategies of game 
development, Cinemaware employed the 
criteria for successful film making to their 
upcoming software titles and coined the term 
“interactive movie”, and it was the first in the 
industry to do so. "I developed core principles 
that every Cinemaware game had to 





incorporate. | was a stickler for an easy to use 
interface with no keyboard input. The games 
were story driven but were largely action 
games. But the action mustn't be random or 
mindless. Instead, the player's success or 
failure in an action sequence would branch 
the storyline, and we tried very hard to put 
‘heart’ into the games so that the player 
would really care about the goings on on- 
screen. That was something new." 


Until a tour of the Cinemaware offices during 
his job offer, John Cutter, a programmer with a 
passion for comedy writing, had never before 
seen an Amiga. Jacob had begun preliminary 
contracts for Cinemaware's first game, 





Defender of the Crown, and seeing the 
outstanding graphical and audible opening 
scene was enough to convince Cutter to take 
the job. Cinemaware begun building its team 
not only from programmers and computer 
specialists, but also from people with a strong 
movie related background; looking for 
competent storytellers from both industries. 
"We were fortunate that talented 
programmers and artists wanted to work at 
Cinemaware. My philosophy on hiring artists 
was simple. | hired the best artists | could find, 
and computer experience was not necessary. 
Rob Landeros, the Art Director on Rocket 
Ranger, was doing scrimshaw when he and | 
met. He later went on to co-found Trilobyte, 
the creators of Seventh Guest. 
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Defender of the Crown was Cinemaware’s 
first title, and became a flagship for the 
company and a bench-mark in standards 
for the new Amiga A500 


“The two guys that | recruited that had hands 
on film experience were David Riordan, the 
designer of It Came From The Desert, and 
Ken Goldstein, who was a working 
screenwriter. David Todd, the lead 
programmer on Lords of the Rising Sun 
became technical director at Cinemaware. He 
previously lived in Texas and wrote the 
docking module for the Space Shuttle!” 

Defender of the Crown became a flagship 
for Cinemaware after being a massive 
success, although time and financial restraints 
prohibited the game designers from 
implementing all of the features they originally 
intended. Despite those omissions, the 
unbelievably detailed graphics and 
combination of light strategy and dynamic 
action caused a sensation, making it one of 
the most momentous and memorable Amiga 
titles of its (and probably all) time, hitting the 
shelves at around the same period as the 
launch of the A500. 

So, whose idea was Defender of the 
Crown, then? "I did not design Defender of 
the Crown, but went to designer Kellyn Beeck 
and gave him some pretty specific directions 
to create a game that looked like the film 
Ivanhoe and would emulate a game of Risk 
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Cinemaware’s only license, and until 
that point it was also its only in- 
house production 


based in England, in which the dice rolling 
would be replaced by arcade sequences. 
Beeck and | can't quite agree on who 
stressed the romance angle (I'm sure it was 
mel), the use of cut-screens and the role- 
playing elements", Jacob recalls. 

After such a successful launch, the 
following year saw the expansion of the 
Cinemaware in-house crew and the release 
of three more titles: King of Chicago, Sinbad 
and the Three Stooges. Having achieved a 
cult following after only one release, the 
designers at Cinemaware played their hand 
very carefully. Each of these new titles held 
Jacob's movie-based principles at their core, 
while ensuring the idiosyncrasies and plot 
developments were sufficiently unique to 
keep people interested. "The Three Stooges 
was Cinemware's only licensed game. Cutter, 
the producer/designer did a terrific job of 
creating a game that was absolutely true to 
the spirit of the license in every way. It was, 
possibly, the first attempt to do comedy ina 
computer game; an untapped market even 
up until today." 

Although Cutter was the only in-house 
employee of Cinemaware then, Jacob was 
establishing contacts with people who would 
become legends in the game design 
business. Except for the Three Stooges, 
Cinemaware's games had been contracted 
out to Master Designer studio (although Mr 
and Mrs Jacob and Cutter were all closely 
involved with the projects). Master Designer 
harboured such talents as Kellyn Beeck - 
whose background in film and television 
coupled with his cinematic approach to 
research and planning made him the ideal 
partner for Cinemaware - and the late Atari 
legend, Bill Williams, who had created diverse 
genre-crossed games on the early Atari 
computers, and already had experience with 
Amiga programming before Cinemaware was 
even established. A team was growing who 
would make Jacob's company renowned for 
excellence in every aspect of game 
development, full of people who would go on 
to have a major impact across the entire 
industry to this day. 


Finest hour 

Despite the attention that was being poured 
on market penetration into alternative formats, 
the Amiga development teams had not sat still 
and in 1988 two games were released that 
would prove to be the defining achievement of 
this auspicious software house; Lords of the 
Rising Sun and Rocket Ranger. 

The crack team of programmers, artists and 
musicians brought together under the 
Cinemaware flag to create their first 
masterpiece featured the talents of Beeck, 
Bob Lindstrom (a newspaper columnist and 
musician friend of Beeck's who had previously 
played him some Defender of the Crown 
music he had rewritten), veteran Randy Platt 
(the first programmer employed by 
Cinemaware) and ace artist Landeros, all 
under the inspiring direction of Jacob. 

Rocket Ranger was, according to Jacob, the 
company’s finest hour in game development. 
“Rocket Ranger is far and away my favourite 
title. | believe to this day that its underlying 
game design - independent of technology - is 
virtually perfect. | wrote the story and all the 
text that appears in Rocket Ranger and | 





Rocket Ranger was Cinemaware’s best 
game, according to founder Bob Jacob 


wanted to put pressure on the player. | felt that 
was the key to putting the player into a state 
of altered consciousness. The player was 
forced to give his full attention to the game, 
unlike the leisurely paced adventure style 
games that | rebelled against." 

The presentation and visuals of Rocket 
Ranger were awe-inspiring, capturing the style 
of 1950's chapter plays such as Flash Gordon 
and Commander Cody perfectly. Toning down 
the strategy aspect - which was never 
exceedingly complex in any of the 
Cinemaware games - made room for more 
detailed and varied action sequences. The 
finished product was so alluring and 
dynamic it made for just as good viewing as 
it did playing. 

When Jacob heard from Cutter about 
the aptitude of his friend who programmed in 
cowboy boots, he called Doug Barnett and 
asked if he would begin preliminary designs 
for a Japanese themed game. The result 
was Lords of the Rising Sun, one of 
Cinemaware's most distinguished titles. 
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Lords of the Rising Sun reverted to historical 
concepts used in Defender of the Crown 


Rising Sun, however, took a step back from 
the cinematic approach and redeveloped the 
historically based aspects used in Defender 
of the Crown. Based in medieval Japan, this 
game went in a different direction to Rocket 
Ranger by becoming an efficient war 
strategy, yet still retaining Cinemaware's 
emphasis on the necessity of the action 
sequences and distinct, detailed, 
atmospheric appearance. Both of these titles 
were huge sellers and marked the pinnacle 
of the company's achievements. Life at 
Cimemaware was at its high point and the 
industry happily and graciously recognised 
them as the market leaders. "We were 
intensely informal. Shorts and sandals were 
standard attire in the office. Many close, long 
lasting friendships were formed and several 
employees got married. We've stayed in 
touch, and many former employees and | 
have on-going business relationships." 

In 1989, with more than a fair share of hit 
titles under its belt and not a single duffer 
among its entire games library, Cinemaware's 





marketing strategies began to show cracks in 
its foundations. In an attempt to further 
expand its market base, a deal was struck 
with Nintendo to port some Cinemaware 
games to the NES console. Such licenses 
were not cheap, and the NES was woefully 
underpowered to do any justice to the type of 
games Cinemaware had to offer. 

Another effort to draw in a new generation of 
players was more successful, in the series of 
sports titles that began with TV Sports Football. 
Since this was an American football game, its 
attraction was limited elsewhere in the world, but 
the graphical superiority and accurate game-play 
synonymous with Cinemaware made for a 
roaring success in the US. 

Not wanting to leave his trademark 
interactive movie line dormant, Jacob contacted 
aman who had written him a fan letter after 
playing Defender of the Crown. The man's name 
was David Riordan, who had worked as a 
technological consultant for Lucasfilm, before 
moving on to develop ‘laser disk’ games for 
Atari. His diverse background in film, television 
and game media was what caught Jacob's 
attention, and after meeting up with him, he 
asked for a proposal for an interactive movie. 
Riordan came up with the idea for a 1950's 
giant-bug B-movie. Jacob loved the idea and 
hired him to oversee the project, and he 
ultimately went on to become Cinemaware's 
vice president of production. 

His project was christened ‘It Came from the 
Desert’, based on the classic B-movie ‘Them!’ 
and featured the residents of a backwater hick- 
town in America being terrorised by giant ants. 
Very much in the Rocket Ranger vein, It Came 
from the Desert hid the inherent strategy aspects 
of the game undemeath the tenrfically eclectic 
storyline and literally hundreds of game-play 
variations were available depending on the tactic 
used by the player. 

As always, the cinematic style of the 
interactive movie's theme was captured 
beautifully (the ants were even given a tacky 
and 'cheap' special effects look!), and a year 
later, the sequel, Antheads, was released. 

With the inspired Riordan now at the 
production helm, Cinemaware pushed on with 
its successful TV Sports series, putting out 
basketball, boxing, soccer and baseball, and 
culminated its interactive movie repertoire with 
the epic World War | flight simulator, Wings. 
"Wings was my reaction to buying a fancy 
flight-sim and being unwilling or unable to read 
and comprehend the huge manual! that 
accompanied the software. | decided to create 
a flight-sim for me and that would be 'pick up 
and play’. The depth would be added through 
the role-playing aspect and the creation of the 
diary of wartime experiences. | was very happy 
with Wings when we shipped it." 

Based on a screenplay by Disney's own Ken 
Goldstein, veteran designer Cutter took up the 
reigns and created one of the company's 
most remembered and respected titles that 
appealed to simulator fans, action players and 
strategists alike, with the signature spectacular 
visuals and atmosphere tantamount with 
Cinemaware games. 

Sadly, this would be Cinemaware's 
farewell to the market they had single-handedly 
created and ruled for nearly six years, and was 
a fitting epitaph for such a remarkable group of 
talented people. 
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It Came from the Desert captured that B- 
movie magic from the 50s 


By this time, it was 1991, and the Amiga 
market was slowing. Cinemaware had been 
ploughing development money into concepts it 
thought would exemplify the visual scope it had 
striven for since its doors had opened, such as 
FMV and CD-ROM technologies. Although the 
concept was sound, the timing was premature 
and it would be another five years before these 
tools would successfully penetrate the market, 
and the development money was wasted. 


Final curtain 

As he had done before, Jacob looked to 
revitalise Cinemaware by introducing its games 
to alternative formats, only now there were 
systems capable of similar quality games to the 
Amiga. Looking at the emerging markets, two 
alternatives presented themselves: the NEC 
TurboGrafx 16 and the Sega MegaDrive. The 
Cinemaware brand carried considerable weight 
in the industry, it was assumed that this would 
translate into negotiating commodities, and the 
two companies were approached with a 
proposal that they pay Cinemaware to produce 
games for its emerging systems. As you might 
expect, Sega weren't interest, while NEC offered 
to buy a small stake in Cinemaware for the price 
of an exclusivity contract for the TurboGrafx. 

It Came from the Desert was released for 
the TurboGrafx CD just in time for the system to 
go down the pan, and regrettably, Cinemaware 
went with it. The incredible team of the 
computer games' most capable people 
dispersed through the industry, spreading the 
seeds of their talents across the board for many 
years to come. "We got too far ahead of 
ourselves and suffered the fate of many 
unfortunate pioneers. The Amiga never took off 
the way that | hoped and the TurboGrafk 16 
failed. We had several internal problems that 
prevented the company from shifting its focus to 
the PC market until it was too late." 

Defender of the Crown, the Three 
Stooges and Wings have since made 
appearances on modern systems such as 
Game Boy Advance, PSOne and online 
formats like Flash and Java, and many of the 
old games (Amiga, DOS and ST) have been 
made available for download to be played on 
an emulator, so head on over to 
www.cinemaware.com and catch some re- 
runs of these classic interactive movies. 
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With many programmers of old rediscovering the joys of assembly language, hardware limitations and memory restrictions, home-brew 
software is on the up, both in terms of new developments and general interest. Here’s what's on the horizon. 











Mangea-tastic (c64) 
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Manga-inspired games aren’t that common 
on the C64, though that’s about to change 
thanks to Cameron Kaiser’s Geothrope (as 
far as we’re aware, this'll be the first anime- 
alike game for the C64). Featuring Manga- 
styled cut scenes, this project will be played 
from a first person perspective with the 3D 
engine being one of the most advanced yet 
seen, with dynamic lighting effects running at 
approximately 10fps — impressive for a 2D 4- 


bit video chip that’s more that 20 years old! 
The final game is rumoured for release in 
Spring 2006 as shareware, though we’d like 
to bag a playable version before then. 
Check out 
www.armory.com/~spectre/cwi/ for the 
latest news about Geothrope. There are also 
contact details for Kaiser if you want to 
register your interest in the game. A little 
encouragement can go a long way. 
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Plays like a dream (c64) 
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Whilst Kaiser is hoping to wow the C64 world 
with his 3D anime game, the PD team are 
doing what many thought to be at best highly 
improbable. Pinball Dreams was heralded as 
one of the best games of its type for the 
Amiga, and to accurately convert it to any 8- 
bit would be something of an achievement. 
Although not quite finished, the latest demo of 
Pinball Dreams for the C64 is looking pretty 
damn amazing already. 


The latest demo has all of the potential 
to be a modern-day ‘killer-app’ in home- 
brew terms that is, and, with the way things 
are going, we’re confident that this is going 
to be as close a port as anyone could ever 
wish for. Keep an eye on 
http://interstyles.nl/pinball for information 
about this. Regular updates are also posted 
on the Lemon 64 forums, so it might be an 
idea to look there too. 
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(Bean) bags of fun (Amiga) 
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Not to miss out on the home-brew action, 
Amiga A1200 and 4000 users can happily look 
forward to a retro-styled platform game that'll 
give the likes of Sonic and Mario a good run for 
their money. Mr Beanbag comes from the 
Alten8.com stable and will be released on the 
Mig first, and will then be ported to more modern 
and contemporary platforms such as the 
GameBoy Advanced and PC. 

Following the traditions of ‘cute-em-up’ 
platformers, Mr Beanbag must rescue his ever- 
so-cute friends from his (often cuter) foes, using 
his various abilities to help him along the way. 
This game was seen in action at the Classic 
Gaming Expo UK of 2005, and was apparently 
barely left alone as many were drawn in by the 
bright colours and pure game-play. A demo of 


this game can be downloaded from the R:B 
website, so if you've got an AGA emulator handy 
(or you know how to write the disk image to real- 
media), go and try it for yourself. Otherwise, you'll 
have to wait until early 2006 when the game is 
due out. More details from www.alten8.com. 


SROR GV ABENE To 
‘S03, VEO S00 so 





















{toe ppeasey 
10005 78 + 


wkhbeeee ian 


uit 
{ 
y | 
| 
1 


ML it 


TY ANTS EICOMMODORE CY) 


— 


[a =| Led, 


Waal Sas 


ITSIMAGICy2 META Ly 
eeesient peri) jurnp raphics;) gra 
creslen soonest 


4 (e jEAM PA’ 
heijum crollin racin ft él 
si TOME CS TSSTSTTE RG SSSA CR ear 


NE R 
Probably thefieal extensive RP for 
i\with\toplgraphics’ 


Gonneas smnuiancea srarpiaee 
party fun® 





cst STON 


Sega nintendo commodore sinclair atari arcade 





